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Subtraction with the 
TINK TONKS 

BY MERCER MAXEfc 


Designed and Developed by Angelsoft, Inc. 


Congratulations on the purchase of your new Sprout software. 

We hope you’ll be pleased with the way this interactive adventure 
game teaches a child new skills while providing years of 
enjoyment. 

This is only one of many software programs that provide the right 
balance between education and entertainment. All Sprout 
programs encourage creativity, stimulate a child’s imagination, 
teach new skills, are challenging, and just plain fun. 



Meet the TinkTonks! 


Imagine you have become a beam of light and are 
magically swept along inside your computer. Below you is 
a deep blue sea crisscrossed by a glowing grid. Above 
you is a peach-colored sky. On the horizon, little disk¬ 
shaped islands float in the air above the CrissCross Sea. 
You fly down for a closer look. On the islands are 
mountains and valleys, lakes and rivers, forests and 
fields. One island even has a little town with houses and 
streets. You have found TinkTonk Land, the home of the 
TinkTonks. 



And here are the TinkTonks: 


Tink is their trusty leader. 
He is good at helping all the 
TinkTonks. 


Tonk is Tink’s best friend. He usually 
needs Tink’s help, because he is good 
at getting into trouble. 



Tinka is the best there is at Tonkerball 
She coaches the TinkTonk Team. 


Tuk tends the TinkTonk garden. 

He likes to watch his flowers grow. 





Zoomer is the speediest TinkTonk. 
He is always in a big hurry. 


Boomer is the biggest TinkTonk. 
He is never in a hurry at all. 



Teep and Beep are the little 
twin TinkTonks. You will 
find them in the sandbox. 


The Great Gork is not a 
TinkTonk. He is a rascal who . 
lives in a castle at the edge of * 
the CrissCross Sea. He likes to 
make mischief in TinkTonk Land 
Good thing Tink and Tonk know 
how to trip him up! 

Now that you have met the TinkTonks, you can get to 
know them better in their computer programs and 
books. Have fun! 







introduction to Parents 


Subtraction Fair 


Welcome to the world of TinkITonk! If you have not 
already done so, read Meet the TinkTonks! to your 
child and introduce the delightful characters in this 
software package. Now your child is ready to begin a 
fun-filled learning experience. Play Tink’s Subtraction 
Fair with your child, guiding him or her through the fair 
and the math games in the program. (This is particu¬ 
larly important if your child has not yet begun to read.) 
After a little practice, your child should be able to pilot 
Tink through the fair and play the games indepen¬ 
dently. 


Getting started 

What You Need 

1. Color TV or monitor 

2. 48K Atari® computer or Commodore 64™ 
computer 

3. Disk drive 

4. Joystick (optional) 


Loading Instructions for Atari Computer 

1. Plug the joystick into Controller 1. 

2. Turn on the TV or monitor. 

3. Turn on the disk drive. Wait for it to stop whirring 
and the red “busy” light to go off. 

4. Hold the disk by the label. Carefully slide the disk 
into the disk drive. Close the disk drive door or 
latch. 

5. Turn on the computer. The program will automati¬ 
cally load. 


Loading Instructions for Commodore 64 Computer 

1. Plug the joystick into Control Port 2. 

2. Turn on the TV or monitor. 

3. Turn on the disk drive. Wait for it to stop whirring 
and the red “busy” light to go off. 

4. Turn on the computer. 

5. Hold the disk by the label. Carefully slide the disk 
into the disk drive. Close the dis k drive door. 

6. Type LOAD“BOOT”,8 and press (Return) . 

7. When y ou see READY, type RUN and press 
(Return ) ■ 

NOTE: Be sure that the (shift /Lock) key is up. 





Step right up! Step right up! 
The Subtraction Fair is in 
town! When Tink hears that 
cakewalk music, he is ready 
, to go! And Tink wants to take 
you along! He needs your 
help to play the games and 
win some prizes. Will you 
help him? 


Press ® for on-screen help before you go to the 
Subtraction Fair. This screen tells you how to pilot 
Tink from booth to booth, how to payfor the games, 
and what you win at the fair. Press 0 if you want to 
go straight to the fair. There are exciting times ahead, 
so get ready! 


PILOTING TINK 

You can pilot Tink with either a joystick or the computer 
keyboard. 

If you use the keyboard, use these Special Movement 
Keys: 

(Atari computer) (Commodore 64 computer) 

0 u p CD 

0 down © 

0 left 0 

0 right 0 


Press any key other than a Special Movement Key to 
stop Tink. Press one of the Special Movement Keys to 
start Tink moving again. If you are piloting Tink with a 
joystick, he stops when you let go of the joystick. Tink 
moves again when you move the joystick. 


DIFFICULTY LEVELS 

The Subtraction Fair has 
three difficulty levels. You 
must first choose a level 
before you can enter the 
booths and play the games. 



Here are some things you should know about each level: 


Care and Handling of Disks 

To protect your disk, you should handle it carefully. 

1. Always hold the disk by its label. Never touch the 
open oval part of the disk. 

2. Never put your disk in the disk drive, or take it out, 
when the drive is making a whirring sound or when 
the red “busy” light is on. 

3. Always take your disk out of the disk drive before 
you turn off the drive. 

4. When you’re through using the disk, remove it from 
the disk drive and replace it in its protective sleeve. 

5. Clean your disk drive often with material recom¬ 
mended by your computer dealer. 


Playing link's 
Subtraction Fair 

MAIN MENU 

After the program is loaded, 

Tink appears on the screen 
and his music begins to 
play. Press ( Spacebar ) twice 
to go to the Main Menu. 

There are two choices at 
the Main Menu. Press (7) if you want to go to the 
Subtraction Fair with Tink. Press 0 if you want to go 
to the Game Menu to choose a game. 

Any time you want to go to the Main Menu, press 
(System Reset) if you have an Atari computer. Press 
(TT) if you have a Commodore 64 computer. 


Level 1 

Games and Game Fares: There are four games in 
Level 1: 

1. Magic Show 

2. Dunk Gork 

3. Witches’ Brew 

4. Ring the Bell 

Tink wants to play the games, but first he must pay 
the fare. Tink has ten tonkers to spend at the fair. 

Each game costs one tonker. 

Object of the Games: The object of each game is to 
win beepers by answering a subtraction problem. Tink 
gets two beepers for every game he wins. 

Tink can spend his beepers in a fun house called 
Moonwalk. (See fun house descriptions on page 15.) 
Tink earns three tonkers for every game he wins at 
Moonwalk. He can then spend those tonkers to play 
more games at the fair! 

Anytime you want to see how many tonkers or beepers 
Tink has, press 0 for tonkers or 0 for beepers. 

How to Pay for a Game: After Tink enters a booth, 
he must pay Boomer. Some tonkers appear at the 
bottom of the screen. You are told how many in all. 
Next, you are told to pay Boomer one tonker. Press 

0 . You hear a high “beep” and one tonker is sub¬ 
tracted from the total. A subtraction problem then 
appears in front of Boomer. It shows how many 
tonkers Tink started with, the one taken away, and 
how many tonkers are left. 







If you press a wrong number key, you hear a low 
“beep” and can try again. You can try as many times 
as you want. 

Playing the Game: After Tink pays the fare, he can 
play a game. (See game descriptions on pages 17-24.) 

Going Home: When Tink has spent all his tonkers 
and beepers, or if he is tired after playing the games, 
pilot him home. You and Tink can watch the colorful 
fireworks together! 


Object of the Games: The object of each game is to 
win beepers by answering subtraction problems. Tink 
gets one to seven beepers for every game he wins. 

There are two fun houses where Tink can spend his 
beepers—Moonwalk and Arcade. (See fun house 
descriptions on page 15.) Tink earns one to ten 
tonkers by playing fun house games. He can then 
spend those tonkers to play more games at the fair! 

Anytime you want to see how many tonkers or beepers 
Tink has, press (T) for tonkers or (b] for beepers. 


Level 2 

Games and Game Fares: There are five games in 
Level 2: 

1. Magic Show 

2. Dunk Gork 

3. Witches’ Brew 

4. Bear Dare 

5. Ring the Bell 

Tink wants to play the games, but first he must pay 
the fare. Tink has 22 tonkers to spend at the fair. Each 
game costs three or four tonkers. 

Object of the Games: The object of each game is to 
win beepers by answering subtraction problems. Tink 
gets one to five beepers for every game he wins. 

There are two fun houses where Tink can spend his 
beepers—Moonwalk and Arcade. (See fun house 
descriptions on page 15.) Tink earns one to ten tonkers 
by playing fun house games. He can then spend those 
tonkers to play more games at the fair! 

Anytime you want to see how many tonkers or beepers 
Tink has, press (T) for tonkers or (b) for beepers. 


How to Pay for a Game: 

After Tink enters a booth, 
he must pay Boomer. Some 
tonkers appear at the 
bottom of the screen. You 
are asked, how many 

TONKERS DO YOU HAVE? 

Press the number key, and 
that number appears on the screen. You are told to 
pay Boomer three or four tonkers. Press that number 
key, and the tonkers are subtracted from the total. A 
subtraction problem then appears in front of Boomer. It 
shows how many tonkers Tink started with minus the 
number of tonkers taken away. You are asked, how 
many tonkers do you have left? Press the number 
key of the answer. (You may count the tonkers if you 
need help.) If you give the right answer, you hear a 
high “beep” and the answer to the subtraction problem 
(the difference) appears on the screen. 

If you give a wrong answer, you hear a low “beep” and 
can try again. You have two tries to answer the 
subtraction problem. After a second wrong answer, the 
right answer appears on the screen. 

Playing the Game: After Tink pays the fare, he can 
play a game. (See game descriptions on pages 17-24.) 

Going Home: When Tink has spent all his tonkers 
and beepers, or if he is tired after playing the games, 
pilot him home. You and Tink can watch the colorful 
fireworks together! 



How to Pay for a Game: After Tink enters a booth, 
he must pay Boomer. A subtraction problem appears 
in front of Boomer. It shows how many tonkers Tink 
started with minus the number being taken away. You 
are asked, how many tonkers will you have left? 
Press the number key of the answer. If you give the 
right answer, you hear a high “beep” and the answer 
to the subtraction problem (the difference) appears on 
the screen. The game fare is then subtracted from the 
total number of tonkers. You can count how many 
tonkers Tink has left. 

If you give a wrong answer, you hear a low “beep” and 
can try again. You have two tries to answer the 
subtraction problem. After a second wrong answer, the 
right answer appears on the screen. 

Playing the Game: After Tink pays the fare, he can 
play a game. (See game descriptions on pages 17-24.) 

Going Home: When Tink has spent all his tonkers 
and beepers, or if he is tired after playing the games, 
pilot him home. You and Tink can watch the colorful 
fireworks together! 


MOONWALK 

This game is just for fun! 
Using the joystick or the 
keyboard, pilot Tink around 
the moon. Help Tink find 
some tonkers, but watch 
out! An evil alien chases 
Tink! 

You have two ways to help Tink escape: 

1. Jump into a crater. Tink pops out of the chute 
below. 

2. Go into a cave. Tink jumps out of the crater above. 
Good luck on your mission! 
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ARCADE 

This game tests your 
concentration and 
memory. Watch and 
listen to the order of 
the machines as they 
go off. Then, help Tink 
repeat the pattern. Using 

the joystick or the keyboard, pilot Tink to each machine 
in the order in which they went off. Can you remember 
the order? 


& 

X 


Good luck! 


Level 3 

Games and Game Fares: There are five games in 
Level 3: 

1. Magic Show 

2. Dunk Gork 

3. Witches’ Brew 

4. Bear Dare 

5. Ring the Bell 

Tink wants to play the games, but first he must pay 
the fare. Tink has 24 tonkers to spend at the fair. Each 
game costs four or five tonkers. 


Play a Came 

Press d] at the Main Menu if you want to play a game 
without going to the Subtraction Fair. This takes you to 
the Level Menu. 

Each game (except Bear Dare) has three difficulty 
levels. Level 1 is the easiest and Level 3 is the 
hardest. (See game descriptions for more information 
about levels.) Before you choose a game, you must 
first choose a difficulty level. 








Press the number of the level you want. This takes 
you to the Game Menu. 

There are five games to choose from: 

1. Ring the Bell 

2. Witches’ Brew 

3. Magic Show 

4. Dunk Gork 

5. Bear Dare 

Press the number of the game you want to play. 

To stop playing a gam e, press fisc) if you have an 
Atari computer. Press ( Run/stop ) if you have a 
Commodore 64 computer. 


1. Ring the Bell 

This game helps you see how 
subtraction is done. Can you give 
enough right answers to make 
Tink ring the bell? 

Level 1 : A group of dolls appears 
in the game booth. You are told 
how many in all. Next, you are 
told to take some dolls away. 
Press the number key to subtract 
that number of dolls from the 
how many dolls are left. 

If you press a wrong number key, you hear a low 
“beep.” You can try as many times as you want to 
press the right key. You need one right answer to 
make Tink ring the bell. 

Level 2: You are told to choose a number between 
three and ten. Press the number key of your choice. 

The number of the key you pressed appears in the 
game booth with that number of dolls. Next, you are 
told to take some dolls away. Press the number key, 
and that number of dolls is subtracted from the total. 

A subtraction problem then appears on the screen. It 
shows the total number of dolls minus the number 
taken away. You are asked, how many dolls are 
left? Press the number key of the answer. (You may 
count the dolls if you need help.) If you are right, you 
hear a high “beep” and the difference appears on the 
screen. 

If you press a wrong number key, you hear a lo\A/ 

“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need three right answers to make Tink ring the bell. 

Level 3: A group of dolls appears in the game booth 
with a subtraction problem, showing the total number 
of dolls minus the number to be taken away. You are 
asked, what is the right answer? Press the number* 
key. If you are right, you hear a high “beep” and the 
difference appears on the screen. Some dolls are 
subtracted from the total, and you can count the 
number of dolls that are left. 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need five right answers to make Tink ring the bell. 
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total. You are then told 



2. Witches' Brew 

This game gives you more practice 
with subtraction. A witch is on the 
left side of the screen. Some 
creepies—bugs, blobs, and 
newts—are on a shelf on the right 
side. Help the witch make her 
tasty brew. Pop some of the 
creepies into the bubbly broth! 

How many creepies are left? 




Level 1 : Some creepies appear on the shelf. You are 
told how many in all. Next, you are told how many 
creepies the witch needs for her brew. Press that 
number key to make the creepies pop off the shelf and 
into the witch’s brew. You are then told how many 
creepies are left on the shelf. 

If you press a wrong number key, you hear a low 
“beep”. You can try as many times as you want to 
press the right key. 

Level 2: Some creepies appear on the shelf. You are 
told how many in all, and that number appears above 
the witch’s brew. You are told how many creepies the 
witch needs for her brew. Press that number key to 
make the creepies pop off the shelf and into the 
witch’s brew. A subtraction problem then appears on 
the screen. It shows the total number of creepies 
minus the number that went into the brew. You are 
then asked, how many creepies are left on the 
shelf? Press the number key of the answer. (You 
may count the creepies if you need help.) If you are 
right, you hear a high “beep” and the difference 
appears on the screen. 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 

Level 3: Two groups of creepies appear on the shelf. 
You are told how many from the first group the witch 
needs in her brew. Press that number key to make the 
creepies pop into the brew. Next, you are told how 
many from the second group the witch needs. Press 
that number key. 

You are asked, how many are left? of the first 
group. Press the number key, and that number 
appears on the witch’s pot. You are then asked, how 
many are left? of the second group. Press that 
number key. A subtraction problem then appears on 
the witch’s pot. It shows the number of creepies left 
of the first group minus the number of creepies left 
of the second group. Finally, you are asked to answer 
the subtraction problem. Press the number key for the 
answer. If you are right, you hear a high “beep” and 
the difference appears on the screen. Watch out! A big 
surprise pops out of the witch’s boiling pot! 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 
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3. Magic Show 

This game gives you more 
practice with subtraction. Tonk the 
Magician is on the right side of the 
screen. A group of objects—hats, 
eggs, caterpillars, or monsters—is 
on the left side. With a wave of his 
wand and a puff of smoke, Tonk 
makes objects disappear. How 
many are left? 


Level 1 : Some objects appear on the screen. You are 
told how many in all. Next, you are told to take a 
number of objects away. Press that number key to 
make the objects disappear in a puff of smoke. You 
are then told how many objects are left. 

If you press a wrong number key, you hear a low 
“beep.” You can try as many times as you want to 
press the right key. 

Level 2: Some objects appear on the screen. You are 
told how many in all. With a wave of his wand, Tonk 
makes some of the objects disappear in a puff of 
smoke. A subtraction problem then appears on the 
screen. It shows the total number of objects minus the 
number Tonk took away. You are asked, now how 


many? Press the number key of the answer. (You may 
count the objects if you need help.) If you are right, 
you hear a high “beep” and the difference appears on 
the screen. Watch closely! Magic will happen! 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 

Level 3: A number appears on the screen along with 
that number of objects. With a wave of his wand, Tonk 
makes some of the objects disappear in a puff of 
smoke. A subtraction problem then appears on the 
screen. It shows the total number of objects minus the 
number Tonk took away. You are asked, what is the 
answer? Press the number key of the answer. 

If you are right, you hear a high “beep” and the 
difference appears on the screen. The smoke 
disappears, and you can count the number of objects 
that are left. Then watch what happens! It’s magic! 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 



4. Dunk Cork 

This game gives you more 
practice with subtraction. 
Can you give enough right 
answers to dunk Gork? 


Level 1 : A group of dolls appears in the game booth. 
You are told how many in all. Next, you are told to 
take a number of dolls away. Press that number key to 
subtract the dolls from the total. You are then told how 
many dolls are left. 


If you press a wrong number key, you hear a low 
“beep.” You can try as many times as you want to 
press the right key. You need one right answer to 
dunk Gork. 


Level 2: You are told to choose a number between 
three and ten. Press the number key of your choice. 

The number of the key you pressed appears in the 
game booth with that number of dolls. Next, you are 
told to take some dolls away. Press that number key, 
and that number of dolls is subtracted from the total. A 
subtraction problem then appears on the screen. It 
shows the total number of dolls minus the number 
taken away. You are asked, how many are left? 
Press the number key of the answer. (You may count 
the dolls if you need help.) If you are right, you hear a 
high “beep” and the difference appears on the screen. 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need three right answers to dunk Gork. 


Level 3: A group of dolls appears in the game booth. 

A subtraction problem also appears, showing the total 
number of dolls minus the number to be taken away. 
You are asked, what will be left? Press the number 
key. If you are right, you hear a high “beep” and the 
difference appears on the screen. Some dolls are 
subtracted from the total, and you can count the 
number of dolls that are left. 

If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need five right answers to dunk Gork. 



5. Bear Dare 


Off-screen Activities 



Levels 2 and 3: This is a contest 
between you and Mr. Barker. Mr. 
Barker is a clever fellow. How 
clever are you? 


There are some bears on the 
screen. You and Mr. Barker take 
turns subtracting bears from the 
total. Take one, two, or three 
bears away at each turn by 
pressing Q,®, or (T). You go 
first. Then it’s Mr. Barker’s turn. 
You win the contest if Mr. Barker 
is left with the last bear. 



Good luck! 


Special Keys_ 

Atari Computer 

(System Reset) Takes you to the Main Menu. 


© 


Moves Tink up into a game booth at the fair, 
up through caves in Moonwalk, and up in 
Arcade. 


rn Moves Tink down through craters in 
'—' Moonwalk, and down in Arcade. 


0 


Moves Tink left through the fair, left in 
Moonwalk, and left in Arcade. 


0 


Moves right through the fair, right in 
Moonwalk, and right in Arcade. 


0 


Shows you how many tonkers Tink has. 


pp Shows you how many beepers Tink has. 


The following activities reinforce the mathematical skills your child 
has already practiced in Tink’s Subtraction Fair. 

Addition and Subtraction Hopscotch: Before you begin this 
activity with your child, practice working with a number line on 
paper. A standard number line looks like this: 

-—I—I—I—I—I—I—I—I—I—I—I—- 
01 23456789 10 

First, practice addition, moving across the line from left to right. 
Count by one, until you reach the number ten. Then, practice 
subtraction, moving backward from right to left. Help your child 
count backward from ten. Once your child becomes comfortable 
with the number line, you may transfer that written line to a 
hopscotch board. Using colored construction paper or cardboard, 
cut out ten 18 x 18" squares. Number the squares from 1 to 10, 
and place them in numerical order on the floor. (Note: Be sure to 
secure them in place so they do not slide.) Have your child hop 
up the number line, counting by one. Reinforce addition skills by 
saying with your child, 1+1 = 2; 2 + 1 = 3; and so on. Then, 
have him or her hop down the number line, subtracting by one. 
Reinforce subtraction skills by saying, 10-1 = 9; 9-1=8; 
and so on. 

How Many Are Left?: Fold an 8Vfe x 11" sheet of paper in half. 
Label the left side tens and the right side ones. Place three 
coins in the ones column; place a set of ten coins in the tens 
column. Explain that this number is 13: three ones and one ten. 
Tell your child that you want to take five coins away, but there 
aren’t enough coins in the ones column to do this. Have your 
child take the set of ten coins from the tens column, and drop 
them one-by-one into the ones column. Explain that now you 
have 13 ones (count them with your child) and can take five 
away. Complete the subtraction problem with your child, and 
count how many are left. (The answer is 8: eight ones.) 


f£ SC ] Stops a game and takes you to the Main 

'- Menu; takes Tink outside game booth at the 

fair; takes you to Main Menu from 
fairgrounds. 

[ Spacebar) Advances program to the next screen. 


Special Keys. 


Commodore 64 Computer 

(77) Takes you to the Main Menu. 

PH Moves Tink up into a game booth at the fair, 
'—* up through caves in Moonwalk, and up in 
Arcade. 

© Moves Tink down through craters in 
Moonwalk, and down in Arcade. 

© Moves Tink left through the fair, left in 
Moonwalk, and left in Arcade. 

© Moves right through the fair, right in 
Moonwalk, and right in Arcade. 

fy") Shows you how many tonkers Tink has. 

(17) Shows you how many beepers Tink has. 

Run/Stop) Stops a game and takes you to the Main 

- ; Menu; takes Tink outside game booth at the 

fair; takes you to Main Menu from 
fairgrounds. 

Spacebar 1 Advances program to the next screen. 


Software: Copyright © 1985 TINK TONK, Inc. TINKITONK! 
characters © 1983 TINK TONK, Inc. All rights reserved. 
TINKITONK! is a trademark of TINK TONK, Inc. 


ATARI® is a registered trademark of ATARI, Inc. 

Commodore 64is a trademark of Commodore Electronics Limited. 






Education—Ages 4-8 

Subtraction with 
the Tink Tonks™ 

(Formerly Tink’s Subtraction Fair) 

By Mercer Mayer 
Designed and developed 
by Angelsoft, Inc. 

In this program, children strengthen their math skills by solving basic subtraction 
problems in the context of five highly motivating educational activities. Each activity 
offers multiple levels of difficulty to match or challenge a child’s skill. 



Educational Benefits 

Helps children: 

• Strengthen mathematical skills 

• Understand principles of earning 
and spending 

• Develop critical thinking skills 

• Improve memory and concentration 


Features 

• Challenging for ages 4 to 8 

• Five multilevel educational activities 

• Bold, high-resolution graphics 

• Clear, on-screen instructions 

• Lively animation 

• Original music throughout 


Copyright © 1985 TINK TONK, Inc. TINKITONK! characters 
© 1983 TINK TONK. Inc. All rights reserved. TINKITONK! is 
a trademark of TINK TONK, Inc. Manufactured in U.S.A. 


THUNDER MOUNTAIN 
P.O. Box 1167 
Northbrook, 1L 60065-1167 



















